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輝度変調型 3D表示方式における奥行き知覚メカニズムの検討 
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A Study of Depth Perception Cues for Depth Fusion 3D Display  
 
Toshie Takenaka*1 Tohru Tamura*2 Takashi Furuhata*3 
 
Recently, a new three-dimensional display method which enables an observer to perceive an 
apparent 3-D image in continuous depth when the 2-D displays are positioned at different 
depths, and their luminances are divided between them according to the 3-D image depth. 
This method called DFD (Depth Fusion Display) may be based on the different perceptual 
cues from conventional stereoscopic image systems. It is necessary to investigate the 3-D 
perception cues of this new method in order to apply this method to 3-D display system. In 
this study, we investigated the 3-D perception cues of DFD. The results showed that the edge 
positions of the fusion images of left and right eyes are important cue to perceive a 3-D image 






















である 4,5)。図 1に輝度変調型 3D表示方式の概念図
を示す。 
 










































































































































































































































































































































a)  両眼視条件 


















































































































































幅   7pixel 
輝度 27～63cd/m2
前面評価画像      後面評価画像
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